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Warning!
Violence, War, Magic & the Supernatural
The fictional world of Rifts® is violent, deadly and filled with supernatural monsters. Other-di-

mensional beings often referred to as “demons,” torment, stalk and prey on humans. Other alien life

forms, monsters, gods and demigods, as well as magic, insanity, and war are all elements in this
book.

Some parents may find the violence, magic and supernatural elements of the game inappropriate
for young readers/players. We suggest parental discretion.

Please note that none of us at Palladium Books® condone or encourage the occult, the practice of
magic, the use of drugs, or violence.
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The Ultimate Rifts® Reference

The ultimate Rifts® reference. That is the idea behind this book.
That’s what you, our fans, have requested. Of course, putting it all to-
gether was not an easy task. The Rifts Megaverse® is infinite. Limited
only by one’s imagination. The Rifts® world, war, dimension, conver-
sion and sourcebooks already in print only touch upon a fraction of
those possibilities and number over 40 titles. Rifts® is a rich, exciting
and expansive playing environment the likes of which have never quite
been seen in gaming, but it has also gotten a bit unwieldy.

The Rifts® Game Master Guide is designed to make the Rifts
Earth environment more manageable. How?

By presenting the crucial data and information in one easy to man-
age reference book. This means we have collected all the skills, weap-
ons, equipment, power armor, robots, vehicles, bionics, psionics,
experience tables, combat and other data into ONE big reference book.
We could not squeeze everything we wanted to include into this tome,
even after going with nine point type and 350 pages! But it does have
the essentials.

Magic is so huge it has gotten its own, equally big book — The
Rifts® Book of Magic. Likewise, we could only provide an “index” of
the hundreds of different O.C.C.s, R.C.C.s and monsters. And equip-
ment from the Rifts® Dimension Books (alien worlds) had to be left out
too, but at least there are only four of those with another 2-4 in the de-
velopment stages.

Still, the Rifts® Game Master’s Guide is the ultimate reference
to Rifts Earth, and reduces the need to lug around two dozen world
books to run or play a Rifts® campaign to just a handful.

Exploring the
Rifts® Megaverse®

Rifts®, by its very nature, is an expansive gaming environment with
truly endless possibilities.

The hundreds of characters, concepts and places presented in
Rifts® are impossible to contain or condense in one or two tomes.
That’s a good thing, because we don’t want to be hamstrung or limited
in our adventuring. We want ALL the options. However, that does not
mean one can thoroughly play all of those options. The Megaverse is
just too darn big. But that’s okay.

Think about it. Even a world traveler like my wife, Maryann, can
not claim to have seen or experienced the entire world. Soon, she’ll be
able to proudly claim she has visited every continent on Earth. Quite a
feat. While that claim will be true, she can NOT claim to have seen ev-
ery country or city on Earth. Nor can she say that she has seen every
culture or society. Heck, she can’t even claim to have seen a tenth of
them, and Maryann has been traveling the world for something like
twenty years now. Even if she spent the majority of her time traveling
around the world, she could never see every place.

The point is, our tiny blue planet is just too big, and life too short, to
honestly see and experience it all. The same applies to the game world
of Rifts®. And the Rifts® role-playing environment is even worse, be-
cause the characters can travel to virtually anywhere in the infinite
Megaverse®! As exciting and dynamic as that concept is, the reality
means making choices.

The Game Master and his/her players must pick and choose which
characters to play and what part of Rifts Earth and/or the Megaverse®
to play in today.

The reality of infinite choices is a certain amount of indecision, frus-
tration and a flat out impossibility to see and do it all. Like Maryann in
her world travels, all one can hope for is to enjoy exciting snippets of

the greater Megaverse. That may leave some players with a sense of
missing out on something cool and fun. When there are hundreds of
characters to choose from and dozens and dozens of cool adventure set-
tings presented in books, it can be hard to pick the “right one.” Just re-
member, the decision is tough because there are so many alluring and
fun possibilities — endless possibilities. But that doesn’t mean you are
missing out if you don’t explore them all! It means that you should pick
one or two or ten (as the case may be) and have a blast with it! When
you get tired of that one or want a change of pace, there are scores of
new and different possibilities to explore. That is the beauty of Rifts®.
You really are limited only by the imagination.

That is also the beauty of role-playing.

The Beauty of Role-Playing

You see, in this day of amazing technology, lightning fast commu-
nications and constant, exciting innovation, there is nothing that comes
close to role-playing. That’s because we utilize the ultimate computer,
the one that can think for itself, imagine and dream — the human mind.

No machine can match it. No machine can “imagine” and “create”
fictional characters, places, and ideas that exist only in the mind of that
individual and share it with others. No machine can read words and
“see” them as pictures and events as if watching a motion picture.
Computers can not imagine brave and noble heroes, exotic D-Bees,
fabulous aliens, terrifying monsters, treacherous villains, alien worlds
or magic or super abilities that defy logic. But we can. We human be-
ings can unleash the power of the imagination to create incredible
works of art, vision, and imagination. We can use that power to cure
disease, build, bridge impossible barriers, travel to the moon, and see
ourselves as something more than animals. That amazing power is what
we tap when we role-play.

We role-playing gamers use our power of imagination to create and
tell stories. Stories each and every player in the group helps to mold
through his or her character’s actions and interaction with others in the
gaming group. Together, we create a shared experience visualized in
our heads. Together we shape an epic story of adventure and heroism.
We remember it the same as we would a great movie or a book, only
the memories are sharper and much more personal because we, through
our fictional characters and bold imaginations, were part of the story.
Our interaction, camaraderie, quick thinking, and a little luck of the
dice saved the day. Heck, maybe even saved a world! And the only
place this epic battle took place and is recorded, is in the minds and
hearts of the participants. Man, oh man, you can not get any more
unique, special and personal than that.

Our imaginations beat the best computer graphics or Hollywood
special effects hands down, because the human mind can think of and
visualize ANYTHING! And the suspense, excitement and action can’t
get any more vivid, because you are there — through your fictional char-
acter. You are the “actor” playing the knight, thief, cyborg, Juicer, spell
weaving Line Walker, dragon or D-Bee. More than an actor, you are
helping to write the script — to build the story. You, the player, through
your character, your imaginary playing piece, can change events as
they unfold. Together, working with the Game Master (the architect
and director of our adventuring), you and your fellow players can be
the hero or the goat. And if one falters, his buddy (another fictional
character under another player’s complete control) is there to lend a
hand, sword or magic spell. It doesn’t get any more interactive than
that!

In case you can’t tell, I love role-playing games. To me it is the ulti-
mate gaming experience. It is storytelling taken to the max. It is pure,
unbridled imagination, adrenaline, friendship, laughs, fun, cleverness,
acting, writing and art all rolled into one explosive shared experience.

It is magic.



Magic, because you turn words and ideas into adventure. Magic be-
cause every group of players can take the same game and concepts, and
run in a million different directions. It doesn’t matter if the group plays
the game serious and dramatic or lighthearted, full of humor and silli-
ness, or as power-crazed “hack n’ slash” maniacs kicking down doors
and smashing the bad guys into oblivion. It doesn’t matter as long as
the players are having fun.

That’s the beauty of role-playing, it can be tweaked to satisfy every
taste. While you or I might not play “hack ‘n slash,” it doesn’t matter
that thousands of others do. What matters is that the imagination is un-
leashed and everybody is having fun. Everything else is a matter of per-
sonal taste.

If a gaming group loves to power game, go for it.

If you love drama and pseudo-realism, go for it.

If you prefer puzzles and mystery, enjoy them.

If your thing is military drama, that’s good too.

If you prefer strong, character-based action adventures, or comic
book style stories, or love stories, or sword and sorcery, or a combina-
tion of it all ... or something completely different, go for it. It is all per-
fectly acceptable.

Of course, there are general “styles of” and approaches to play, as
well as “schools of thought” who tend to think their particular approach
is the best (hey, don’t we all?). I have come to realize that is just human
nature. Hence the constant debate and sometimes name calling be-
tween self-proclaimed serious or sophisticated gamers and the
so-called power gamers or twitchers. But in the end, neither is right or
wrong. It all comes down to FUN. Fun and unleashing the imagination
to have a night or afternoon of fun with your friends. What brand of
fun, action and zaniness a particular group of gamers takes to is up to
them. There is no WRONG way to play. Not if everybody in the gam-
ing group is having fun. At least from my point of view as the game de-
signer.

So if you had fun exploring one of Palladium’s worlds, whether you
wove your way through some clever, dramatic plot, or shot up monsters
and villains in an orgy of butt-kicking action; if you unleashed your
imagination and enjoyed things you never imagined before, and had
fun doing it — welcome to my world. My Megaverse. OUR Megaverse.
I hope you come back to enjoy it many, many times.

—Kevin Siembieda, 2001

Rifts® Lexicon

The following is an alphabetical listing of select names, terms and
slang common to Rifts Earth. Scattered among them are a few notable
“game” terms as well.

‘Borg: Slang for “cyborg.” Usually refers to a full conversion cy-
borg.

‘Bot: Slang for “robot.” Usually referring to robots with a computer
brain or artificial intelligence rather than the giant robot vehicles pi-
loted by a living being,

‘Burb or ‘Burbs: Slang referring to the tent cities, shanty towns
and more formal and nice communities (from towns and cities to
farms) that inevitably crop up around major metropolises, especially
the great walled tech-cities of places like Chi-Town, Iron Heart and
Quebec City.

Burster: A type of psychic with pyrokinetic powers above and be-
yond the normal range for that psionic ability. Basically they can burst
into flame and manipulate fire. See the Rifts® RPG for details, and see
Rifts® World Book 12: Psyscape™ for a range of other types of psy-
chic characters.

Coalition States: The greatest human technological power in North
America. Free Quebec comes in second. Chi-Town (northern Illinois
and Missouri) is the Capital.

Coming of the Rifts: The mythical time in which magic returned,
the ley lines surged with renewed energy at unprecedented power levels
and the planet Earth was forever transformed. The Dark Ages followed,
lasting for about 200 years before human civilization began to rise
again in 2287 A.D. (1 P.A.). See P.A. for a brief, but more complete
time-line.

Cowboy: The Cowboy, Gunslinger, Gunfighter, Sheriff and other
Old West style Occupational Character Classes (O.C.C.s) with a dis-
tinctive Rifts flavor are common to the region known as the New West.
See the World Book of the same name for complete details.

Crazy: Crazies are those who have undergone M.O.M. (Mind Over
Matter) conversion. Mental and physical augmentation via cybernetic
brain implants to make them physically stronger and faster. It also usu-
ally gives the Crazy some psionic powers. One of the unfortunate side
effects is that it also makes the character a thrill junkie, hyper and usu-
ally more than a little bit crazy, hence the moniker. Roughly compara-
ble to a Juicer.
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Creatures of Magic: Some players seem to have trouble making
the distinction between creatures of magic and the supernatural. Crea-
tures of magic are long-lived life forms that have human-like intelli-
gence, personalities, and foibles, but to whom magic is an innate,
sometimes instinctual ability. That is to say, magic is as much a natural
ability to them as the five senses are to humans. Such creatures of
magic include all types of dragons, Faeries and Faerie Folk, the
sphinx, the unicorn and similar life forms. All creatures of flesh and
blood (even if M.D.C. flesh and blood) rooted in the physical world.

By comparison, supernatural beings have very little in common with
humans. Most are immortal and primordial beings whose bodies are ei-
ther ethereal/spirit-like or energy in nature. Even those trapped in a
physical body possess unnatural powers in that body and may shape
change or fire or channel energy (whether that energy be fire/heat,
magic or emotions, etc.). Most are also creatures driven by instinct and
base emotions, and who possess natural “supernatural powers.” In fact,
many are the embodiment of one or more base and vile emotions such
as hate, greed, envy, etc., and are instinctively driven to torment, hurt
and kill “mortals.”

Credits: The common designation for money and monetary units.
One credit is roughly equivalent to one dollar. It is an electronic mone-
tary unit placed on a credit or debit card. Also see Money and Universal
Credits in this section.

D-Bee: Slang for “dimensional being,” typically referring to a hu-
man-like (or at least bi-pedal) alien from another world. A D-Bee is
typically “humanoid” in appearance, meaning a basic human body
shape — one head, 2-4 human-like arms and hands, two legs, etc. Those
who look extremely alien or monstrous are generally considered, well,
alien or monstrous, although sometimes any intelligent alien being is
lumped into the category of “D-Bee.”

Most D-Bees (95%) are Hit Point and S.D.C. creatures. Only a few
have Mega-Damage hides or supernatural strength. None are supernatu-
ral beings. Having supernatural P.S. or P.E. does not automatically
make one supernatural. A “true” supernatural being is a demon, demi-
god, godling, god, alien intelligence or similar inhuman being that de-
fies our understanding of biology and the laws of physics. They are
more than mere mortal humans or D-Bees.

Dead Boys: Slang for Coalition Soldiers. They got this dubious
nickname because they dress in black, the standard body armor has a



skeletal appearance, the CS army uses the death’s head motif on every-
thing, and because they deal out “death” to D-Bees, practitioners of
magic and anybody who opposes them. See the Rifts® RPG and Rifts®
World Book 11: Coalition War Campaign for information about the
Coalition Army. Sourcebook Four, to learn about the Coalition Navy.

Demons: So-called “demons” and devils and Deevils are evil super-
natural beings. Some are attractive, but most look monstrous and fright-
ening. Many can disguise their appearance (but not their vile nature)
through metamorphosis and other shapechaging abilities or magical
powers. Most seek out mortals (humans and D-Bees) for their own sa-
distic pleasures or prey upon them like cattle.

Sub-Demons are the weakest and most downtrodden of their kind.
Brodkil, Gargoyles, Gurgoyles, and Imps are all sub-demons.
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Lesser Demons are the rank and file of demonkind. The foot sol-
diers, if you will, of the more powerful demons who command them.
Most have a low to average intelligence, are extremely aggressive and
war-like.

Greater Demons are much fewer in number than Lesser Demons.
For every hundred lesser demons there is only one greater. These are
the lieutenants and commanders of demonkind. Most are more intelli-
gent and much more powerful than their “lesser” brethren.

Demon Lords are the deific powers who rule the less powerful de-
monic hordes beneath them.

Alien Intelligences are generally acknowledged as the most power-
ful of demonic lords and are often powers unto themselves. Many are
conquerors and invaders, commanding great legions of demons and/or
mortal minions to conquer and enslave an entire world, sometimes hun-
dreds of worlds. While others are enigmatic figures who keep to them-
selves while they loose some secret conspiracy for their own
amusement or simply to undermine a competitor or to have fun at the
expense of others. They are the worst of the worst, and incredibly pow-
erful.

Also see the supernatural.
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Dog Boys: The humanoid, canine mutants created by the Coalition
States via genetic manipulation of dogs. Dog Boys are engineered,
grown and conditioned to fight on the side of the CS as loyal soldiers,
police and rescue operatives. See Rifis World Book 13: Lone Star for
complete details on these and other CS mutants.

E-Clip: Traditional automatic weapons have an ammo-clip. A car-
tridge that holds bullets and is slapped into the weapon to supply its
ammunition. An “E-Clip” is the equivalent for energy weapons like la-
ser guns, ion blasters, particle beam rifles, and plasma ejectors, among
others. Instead of feeding the weapon bullets, an E-Clip is effectively a
powerful battery that feeds the weapon energy to fire X number of en-
ergy blasts. Typically, the more powerful the blast (i.e. the more dam-
age it inflicts) the fewer shots are available from that weapon. See the
Weapons section of this book for more data and details on E-Clips and
E-Power Packs.

Erin Tarn: Arguably the most famous and beloved celebrity in
North America, perhaps the world! Famed historian, scholar and out-
spoken critic of the CS and injustice everywhere.

Great Cataclysm: The cataclysm that destroyed most of human
civilization marked by the Coming of the Rifts. The Great Cataclysm
caused worldwide, and literally earthshattering calamities: Earthquakes,
storms, floods, fires and mass destruction on a biblical level, followed
by plagues, starvation, war and dimensional anomalies and distortions,
and the appearance of invading demons, monsters and D-Bees. Sea
level rose, civilization collapsed (in many cases, wiped from the face of
the planet) and Earth was reborn as an alien environment, place of
magic and dimensional nexus to countless alien worlds. Also see P.A.
for more time-line data.

Humanoid: In Rifis® the term is used broadly to include any
non-human/D-Bee who is rather “human-like” in appearance; bipedal,
stands upright, intelligent, and social. In other words, an alien being
with “human characteristics.”

Juicer: A Juicer is a character who has undergone physical aug-
mentation via chemical means to make them more alert, physically
stronger and faster. Unfortunately, the character becomes reliant on his
“juice” (the drugs) and literally “burns out” in under ten years, and
dies! A tragic figure that can be a hero or fiend. See the Rifts® RPG
and World Book 10: Juicer Uprising™ for more on this O.C.C.
Roughly comparable to a Crazy, although both are strikingly unique.

Ley Lines: Natural lines of energy that radiate from the very planet
and run in a straight line. That energy is the stuff of magic and can be
drawn upon by practitioners of magic to power magic spells, magic rit-
uals and to open dimensional portals. A ley line can run a few thousand
feet/meters, a few miles or several thousand miles long. Most are about
a half mile to a mile wide, with an additional two miles (3.2 km) of
magical influence (i.e. a mage can draw on the ley line up to two
miles/3.2 km away). They radiate a faint blue energy that can barely be
seen during daylight, but can be clearly seen on heavily overcast days
and at night. Where one or more intersect (a nexus point) the ley line is
most powerful.

M & M: Slang for “metal and man” or “metal man,” usually refer-
ring to a Headhunter because these warrior adventurers are usually a
partial cyborg or heavily augmented with bionics. But can refer to any
partial cyborg.

Mega-Damage (M.D.): In the Rifts® setting, humans and most
D-Bees are Hit Point/S.D.C., but they wield such advanced technology
and/or powerful magic, that they have weapons and armor that is mea-
sured in Mega-Damage. Handguns, body armor and vehicles with the
firepower and armor of a 21st Century tank. Likewise, supernatural be-
ings, creatures of magic and some D-Bees are Mega-Damage beings
with skin like the armor of a battleship and supernatural strength.

Mist (or “to mist”): A grim term used by high-tech soldiers, mer-
cenaries and warriors that refers to “killing and vaporizing” an oppo-
nent/enemy with an energy weapon; i.e. “Mist him” (kill him), or “mist
the bodies” (vaporize them, leaving no or minimal evidence), or “mist



the truck” (vaporize it). Particle Beam and ion weapons are especially
good at vaporizing things, but actually, any Mega-Damage weapon at-
omizes S.D.C. materials, including living beings.

Money: The most common unit of money on Rifts Earth (and, con-
veniently, the entire Megaverse) is the “credit.” One credit is effec-
tively the same as one dollar. However, there is no paper or coin
denominations. Instead, electronic credits are monetary units placed on
a debit card. One hands the retailer the debit card and the appropriate
number of “credits” is electronically subtracted. Payments to an indi-
vidual are electronically input onto the plastic debit card.

A number of nations/kingdoms have their own brand of credits
backed by their own, independent banking institution. These “local”
credits are often redeemable only at the sponsoring kingdom/nation or
business, forcing the individual to spend his money in that community.
Sometimes a neighboring kingdom or national merchant operation (like
the Black Market) will accept a rival’s credits, especially if the two do
a lot of trade with one another. However, most “civilized” places and
businesses will accept Universal Credits. Note: A number of electronic
and DNA based measures are in place to prevent illegal use, robbery
and fraud. For example, cards encoded with the owner’s genetic code
can only be used by that individual and all transactions must require his
direct involvement and approval.

Universal Credits are electronic currency accepted at most places
throughout Rifts Earth and by the Splugorth, Naruni, Phase World, the
Three Galaxies and most people and places associated with them.

Gold & Gems. Some merchants and communities prefer, quite liter-
ally, “cold, hard cash” in the from of precious metals and stones, such
as gold and diamonds. Likewise, most banks and worldly businesses
will accept precious stones and metals and turn them into “Universal
(or other) Credits,” taking 10% of the value as their service fee.
Typically, when gold, gems or jewelry are used as currency, the item
will be ascribed a value in “credits.” Thus, a diamond worth 6,000
credits is treated as 6,000 credits, and any “change” is likely to be
given to the character in the form of a debit card with “x” number of
credits.

Trade and Barter. Much of Rifts Earth is a desolate wasteland with
pockets of habitation. Many places are low-tech and have little or no
use for “credits” and perhaps not even technology. Here, one can trade
goods (furs, the meat of a freshly killed animal, a bolt of fabric, a gun,
etc.) and services (labor, healing, cooking, hunting, ridding one of a
problem, etc.) for another item or service. Sometimes an item offered
or wanted in trade has no practical purpose (a piece of jewelry, artwork,
animal’s tooth, etc.) and other times it is very practical (shovel, gun,
clothes, etc.); it all depends on the wants and needs of the buyer and
seller. Moreover, some item or service that has worth in one commu-
nity may have no value (or need) at another. While magic and psionic
powers can often win one favor and trade goods, it is unwelcome in
some areas and can get the individual using it or offering it locked up in
jail or much worse.

Natural Twenty: A game term that means a “20" is rolled for a
combat action without the use of bonuses and other modifiers. A “mod-
ified twenty” would be a roll of a number less than 20 on the actual die,
say an 18, which becomes a 20 or higher thanks to a bonus. Thus, 18
+2 to strike equals a twenty, but NOT a “natural 20.”

A natural 20 is the best one canroll in combat and is an automatic
strike or success. It can only be dodged or parried if the opposing char-
acter also happens to get a “natural 20" (hey, it does happen). At Palla-
dium, we usually let a natural 20 accomplish exactly what the player
wants for his character on that combat action with perfect execution or
precision (i.e. he shoots exactly what he was aiming at, even if it is a
one in a million chance, or the perfect and/or effortless parry, dodge,
disarm, knockout punch, roll to save, etc.). And a natural twenty is al-
ways impressive to spectators and may impress lowly villains to surren-
der or flee, especially if there are several powerful or impressive
combat actions.

Non-Player Character (NPC): A game term that refers to any
“character” NOT created and played by one of the “players.” Hence, it
is a “non” player character. Such characters are typically played by the
Game Master and include villains, store clerks, bartenders, the fair
damsel in distress, and all incidental characters who are encountered by
and interact with the “player characters.”

0.C.C.: The acronym for Occupational Character Class. An O.C.C.
is a character class based on an occupation and orientation. The O.C.C.,
the skills selected, and alignment all define the character and his or her
abilities.

P.A.: Short for Post Apocalyptic calendar. The P.A. dating system
started in North America about 109 years ago and marks the end of the
Dark Age that followed the Great Cataclysm. The Dark Ages lasted for
nearly 200 years.

Once and for all, here is the time-line for the Coming of the Rifts
and the Great Cataclysm:

December 22, 2098 A.D. marks the Coming of the Rifts and the be-
ginning of the Great Cataclysm. Note: Most people in the world do
not know exactly when the Great Cataclysm began nor how it began or
how long the Dark Age lasted. Conventional wisdom is that the Dark
Age continued for roughly 200 years. Some believe it was as long as
three hundred.

2099 A.D. to 2286 A.D. is the actual 188 year long Dark Age that
engulfed North America and most of the planet following the Great
Cataclysm.

1 P.A. (2287 A.D.): Human civilization emerges from the long Dark
Age in North America with the rise of Chi-Town and other notable
“civilized” city-states, kingdoms and communities. Human civilization
also rises from barbarism and begins to make its presence known
around this point in other parts of the world. However, many parts of
the world remain in barbarism or have been taken over by D-Bees or
monsters to this day. A few other places, like the New German Repub-
lic and Republic of Japan, have been civilized nations for years, even
decades before North America. Note: Chi-Town created the Apocalyp-
tic calendar, but it was quickly adopted throughout the continent, and
later, in other parts of the world.

12 P.A. (2298 A.D.): Chi-Town’s Bloody Campaign against the
Federation of Magic.

33 P.A. (2320 A.D.): The Coalition States are formed.

101 P.A. (2387 A.D.): The year the Rifts® RPG opens up with the
saga of Rifts Earth.

106 P.A. (2392 A.D.): The Coalition States declares war on the
Kingdom of Tolkeen and Free Quebec.

109 P.A. (2395 A.D.): The Coalition Wars and its Siege on Tolkeen
ends early July, 109 P.A.; peace with Free Quebec is reached a month
or so earlier.
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Player Character: This game term refers to the character created
and “played” by one of the flesh and blood participants (i.e. “players”)
in the gaming group. A typical group is 3-8 players and the Game Mas-
ter (who sets up and directs the story and action). Each player creates
and “plays” or portrays an imaginary, fictional character. This character
is effectively his playing piece and “character” in the game/story. The
Game Master (G.M.) portrays all the Non-Player Characters.

R.C.C.: Racial Character Class. Creatures of Magic and certain
aliens, D-Bees and nonhumans often possess instinctive, innate or so-
ciologically mandated occupations or skills. When this is the case, the
character is usually limited to a particular Racial Character Class with a
limited range of skill and occupation options. Some
nonhumans/aliens/D-Bees can select an O.C.C., but most can not.

Rift (or “Rifting”): “Rift” is slang for dimensional rift — a tear in
space and time that is effectively a two-way portal to another world that
could be hundred to trillions of light years away, or in another dimen-



sion (realm of existence) entirely. “To Rift” or “Rifting” means to
travel to another world or dimension via a dimensional portal or “Rift.”

Rifter: Archaic slang for a dimensional traveler who uses Rifts to
travel to other worlds and dimensions in search of knowledge and ad-
venture.

The Rifter® is Palladium’s quarterly sourcebook series for the entire
Palladium Megaverse®; i.e. Rifts® and all our various games. Also
features fan fiction and the occasional comic strip. Check it out.

Fun Fact: “The Rifter” appeared as character along with a “Rift En-
tity.” Both debuted in the same Hook, Line and Sinker™ adventure fea-
tured in the Rifts® Index Volume One, page 77. In this case, The Rifter
was a Shifter who had linked himself to the Rift Entity trapped in an
energy limbo in a Rift. A strange tale to be sure..

Supernatural Beings: Demons, Deevils, sub-demons, vam-
pires/the undead, demigods, godlings, gods, spirits, angels, Elementals
and Alien Intelligences are all supernatural creatures. Some, like de-
mons and the undead, are instinctive predators and wicked creatures
who delight in tormenting, hurting and killing humans and other mor-
tals (creatures of magic too). The most animalistic are predators that
hunt and prey upon humans, actually devouring their prey like a hungry
lion or draining them of their life energy/essence, magic powers
(P.P.E.) or emotions. Some are so primitive that they are little more
than animals, using what intelligence or cunning they have to trick,
frighten and torture their victims before devouring them. Others are
highly, even supremely, intelligent, but may be as wicked and vicious
as any demonic predator. Many are worse, choosing to incite treachery
and cause chaos, suffering, and death en masse.

Creatures that are supernatural in nature are typically immortals
spawned in some alien dimension. They have very little in common
with humans or any mortal creature, and defy normal biology and laws
of physics. They all possess some range of “supernatural powers”
which typically included supernatural strength and endurance, the abil-
ity to fly (without wings), to magically understand all languages or pos-
sess some specific skill (prowl, climb, etc.) without the need to lean
and study it, and wield such powers as bio-regeneration, metamorpho-
sis, turn invisible at will, teleport, dimensional teleport, and natural
spell casting abilities. In the latter case, most supernatural beings do not
need to study magic, nor can they learn new magic, for they do not
truly understand it, they simply possess the ability to do X, Y and Z.

Most supernatural beings, even those with high intelligence, are pri-
mordial creatures driven by instinct and powerful emotions. In fact,
many are the embodiment of one or several base and vile emotion and
desires such as hate, greed, envy, lust, revenge, etc. They are instinc-
tively driven to torment, hurt and kill “mortals.” Because of this, most
are what they are, and can not change. They do not pursue a profession
like humans nor study to learn skills, magic, or develop talents. Instead
they live to prey upon mortals, cause torment, kill and create chaos.
Their cruel and savage outlook on life and foul, self-serving behavior is
a reflection of their inhuman and barbaric essences. Their wickedness
and low regard of mortals (often envy in disguise) probably results
from the fact that they are so very different from mortals — both more
than human and at the same time less; at least in regard to intellect,
learning, emotions and choice. For as creatures not of the physical
world and born from instinct, supernatural beings do not have freedom
of choice in the same way as the fragile humans and D-Bees.

Furthermore, the majority of supernatural beings are alien to hu-
mans in their physiology as well. Many are energy beings and spirits
who can manifest themselves in physical form, sometimes only by pos-
sessing a mortal being. These supernatural creatures include entities,
ghost, Elementals and a host of so-called “spirits.” Even those demons
and supernatural beings born in a physical body have figures and forms
that are definitely not human. Some combine the human with the ani-
malistic, others some elemental force, or are completely alien and mon-
strous.

Universal Credits: The currency of the modern, civilized world of
Rifts Earth is “credits” — electronic money kept and accounted for by a
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sophisticated, computerized banking system. Credits can be wired
transferred in the Coalition State including small cities, towns, the
Burbs, outposts, and independent communities affiliated with or who
do a lot of trade with the CS, as well as Northern Gun, Wilk’s, and most
merchants. Credits are electronic money encoded on a “debit card;”
small sturdy, plastic cards very similar to pre-Rifts credit cards or tele-
phone cards. Each time the “debit” card is used, the appropriate amount
of credits is deducted from or added to the card. When all the credits
are used up, the card can be thrown away or saved and taken to an ap-
propriate banking institution, money lender, or merchant to have credits
from a savings account or sale of property transferred onto the card for
future use. Similarly, many businesses, banks, money lenders and even
the Black Market and some traveling merchants can place additional
credits into the card, by transferring real and hard cash from their ac-
count into the card.

The government of the Coalition States (representing 73% of all
trade on the continent) is the one responsible for creating this system of
money exchange and accounting. It prevents counterfeiting and enables
the government (who controls the banking) to monitor the flow of
money and commerce. For this reason, the Black Market, arms dealers,
smugglers and many operating in the sale and purchase of illegal goods
and services prefer to “trade” goods for goods rather than issue “cred-
its” as an effective way to pay and trade people “under the table.” How-
ever, most do accept Universal Credits as well as the credit of other
smaller kingdoms and, in some cases, issue their own credits.

Universal Credits are the most common, favored and popular form
of credits in North America, as well as in the New German Republic
and many independent kingdoms, nations and business including
Northern Gun, the Manistique Imperium, Wellington Industries, Wilk’s,
Iron Heart Armaments, Golden Age Weaponsmiths, Free Quebec,
Whykin, Lazlo, New Lazlo, and most mid-West and eastern communi-
ties, including the Black Market (although front companies and cover
identities are necessary for the latter). Most mercenaries, adventurers,
bandits and people of North America will accept Universal Credits as a
viable currency! Universal Credits is the main currency of North Amer-
ica.

Since the Coalition States are strong and stable, there is little danger
of the credits becoming devalued or of the banks going out of business.
Furthermore, because the system is based on “redeemable” Universal
Credits typically available to the “bearer” of the card, it is safe to put
thousands even millions of credits on one or more cards and use the
money/credits freely, just about anywhere, without question. In this re-
gard, the CS is unbelievably tolerant in its dealings with questionable
businesses. For this system of banking and money exchange to col-
lapse, the Coalition States would have to completely change its banking
and monetary system (a monumental and disruptive task), or be de-
stroyed. Ironically, this creates a subtle and bizarre interdependence
and symbiotic relationship with both the supporters and enemies of the
States!

Marked or Personalized debit cards in which the funds are available
only to one or two specific individuals can also be issued, but each
transaction with that card will be recorded, identifying the user, what
he or she purchased, and where, giving the Coalition watchdogs poten-
tially incriminating information.

Some independent nations, kingdoms, organizations (like the Black
Market) and businesses with numerous outlets throughout the land is-
sue their own form of “credits” on debit cards via an independent bank-
ing institution. Individuals who despise the Coalition may elect to use
these instead of the CS Universal Credits. Likewise, citizens and sup-
porter of that community or institution may also prefer to use their own
credit system, however there are problems with this. First, the security
of the credits is based entirely on the stability of the kingdom or organi-
zation that issued them. Obviously, such places are much more unstable
and vulnerable to disaster than the CS. Second, since the CS will not
recognize most other nations and never accepts foreign credits, these
money cards have an extremely limited value. In many cases these in-



dependent debit cards are only accepted in the kingdom that it is issued
and worthless everywhere else (and another reason the CS Universal
Credits are so popular).

Lazlo and New Lazlo, Tolkeen, and a handful of other independent
kingdoms and cities have their own from of credit system, but only the
joint efforts of Northern Gun and the Manistique Imperium have
managed to establish a banking and credits/debit system that is ac-
cepted and used at many locations through the country. Typically, any
seller of Northern Gun (NG) and Imperium (MI) weapons and equip-
ment (both using the same credits system and debit cards) will usually
accept NGMI debit cards redeemable for credits that can be used at
these Upper Michigan kingdoms and with all of NG and MI “autho-
rized” gun shops, merchants and traders, as well as most ‘Burbs. Fur-
thermore, a handful of other independent towns, cities, merchants and
traveling shows use or accept NGMI cards, including Colorado Bar-

Designer Notes

By Kevin Siembieda

I am often asked about how and why I have designed Rifts® and
the Palladium Game system the way I did, and/or how I run my games.

I hope to answer some of those questions, shed some light on my
thought processes and offer some of my experiences and thoughts on
role-playing and being a Game Master. I hope it helps give gamers and
G.M.s insight, ideas and inspiration for their own games and helps to
make running Rifts easier and more enjoyable.

I had trouble figuring out exactly where to start, and as I was writ-
ing this section, one part often (at least for me) segued into another. So
here goes, in no particular order.
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onies, Silvereno, Bandito Arms, Lazlo, New Lazlo, Kingsdale, Ciudad
Juarez, and scattered towns in the Pecos Empire, Lone Star, New West
and Magic Zone.

The only credit-debit system to rival the NGMI and challenge the
CS Universal Credits is that of the Black Market. Their debit card is a
simple, encoded black plastic card. It is good at virtually a// Black Mar-
ket operations scattered throughout the world, including the Coalition
States, and accepted by all official Black Market agents, operatives and
freelancers, as well as by most Juicers, Crazies, Gunslingers, Bounty
Hunters, mercenaries, spies, smugglers, bandits and criminals of all
kind. Black Credits, as this illegal, underground system of banking and
debit cards are known, is welcome at Coalition Burbs, most
Body-Chop-Shops, the Pecos Empire, Bandito Arms, and many (not
all) merchants and businesses at Tolkeen, New Lazlo, Whykin, Kings-
dale, Free Quebec, Lone Star and scattered town in the New West.

The roots of my game system and my style of play grew out of the
fact that I was running my game at the long defunct, Detroit Gaming
Center. I think of the DGC as a rain forest environment. A hothouse of
ideas filled with zillions of people anxious to share their thoughts and
games. Every role-playing game product that hit the store shelves ap-
peared at the DGC that very same day and was absorbed like magic.
Having hundreds of victims ... um ... I mean players at one’s disposal
gave a Game Master a crash course in running RPGs. We could try out
anything on anybody and see what works and what does not. We also
had a chance to try everything and see what worked best for us. This



group environment showed me that EVERY Game Master has his or
her own style. It showed me that anything goes if it works for that
Game Master and his players.

We had G.M.s who ran their games like a general marshaling his
troops and the players acting with teamwork and almost military preci-
sion. We had G.M.s who ran fast and chaotic and whose players
seemed to spend more time spending money, hanging around at saloons
and backstabbing each other than actual adventuring. We had G.M.s
like Erick Wujcik who weaved elaborate plots and loved mazes, puz-
zles and mysteries (lots of clues, false leads, dead ends and figuring
things out). Some G.M.s loved dungeon crawls and simple plots. Oth-
ers preferred complicated plots that went on for months (even years)
before being resolved. Some folks liked mysteries, others, shoot ‘em up
games or a combination of everything. I knew one masterful G.M. who
could not create an adventure on his own, but could take the worst
piece of garbage adventure or adventure outline and weave it into a
masterpiece. Others were power gamers (my 20" level this or that does
...) and still others were “hack ‘n slashers” — crush, kill, destroy, and
get rewarded. One such hack n’ slash group playing an old, post-apoc-
alyptic game called Morrow Project, thought nothing of a player char-
acter shooting an innocent farmer working in his field, because the
game rules provided points for every kill, and by killing this fictional
farmer his character got the last few points to reach the next plateau! (It
was an event that helped to get me to develop my system for Align-
ments. To my thinking, a good guy just doesn’t kill for his own per-
sonal advancement.)

Many styles of gaming I didn’t personally like, but seeing dozens
and dozens of different approaches, methods and practices showed me
one very important thing: if everybody is having fun, therereally isn’t a
wrong way to play. Role-playing games are unique and personal. The
rules flexible. The idea is to create a story as a team. All stories have a
beginning, middle and end.

Laying the groundwork
for adventure

Personally, I like fast moving, loose, flexible, character driven
games where the players can go in whatever direction they want, and
with me, as Game Master, gently or subtly drawing them in the direc-
tion I want or need for the adventure. That having been said, there has
been many a time where the group spins off into areas I never expected
and digresses from “my” plans for them completely. I like to improvise
and go with the flow so that is okay, but I know it flusters some Game
Masters. That is how and why I developed my “environmental” ap-
proach to creating and building adventures.

How I set up the basics of an adventure. I like to run fast and
loose, focusing on the characters (player and non-player), the villains
and the big picture. I like to set up my playing environment — the his-
tory of the area, the town and the key people are all known to me. I
know in the town there is the wishy-washy Mayor (and who the real lo-
cal power is), the corrupt Sheriff, the bartender with connections to the
Black Market, the barmaid who dislikes him (and will warn innocent
characters or offer info to thwart the bartender’s schemes), the Shifter
conducting dangerous experiments in the basement of his home, the
mysterious vandalism happening lately, etc. I also figure out the neigh-
boring wilderness and the various good and bad things about it, like the
band of crooks, Juicers or Simvan that operate in it, raiding travelers,
and who know things that will help the player group. As well as the
Coalition spy team and the towns relationship with the CS and other
powers in the region. My playing environment may also include neigh-
boring places, people and monsters.

Then there are the Villains. My reading and loving comic books for
something like 42 years has made me good at making villains. Real
good. In fact, Erick Wujcik says I make some of the most delightful
and memorable villains (and other select Non-Player Characters) he has
ever seen.

15

The bottom line. The idea, for me, is if I know the environment and
how the people (NPCs) in that environment live, think, and interact, I
know how they will act and react. This enables me to let the player
characters go off in other directions and do things I didn’t plan for be-
cause I know how the Non-Player Characters (NPCs) will respond.
That makes everything else easy. The corrupt Sheriff will look the
other way if the right bribe comes his way, and he may know about
criminal activities, gangs, and Black Market outlets; all things he might
reveal for a price, or favor, or if gotten drunk. Likewise, if he takes a
disliking to any one character in the group, he is likely to cause trouble
for that individual, which in turn, is likely to draw the entire group into
trouble (jail break, getting framed, used as pawns, robbed with the
Sheriff doing nothing about it, etc.). When I need a scoundrel or inno-
cent character for something, I know who I can draw on. Likewise,
with the villains, I can move them around and have the villain make an
appearance anywhere, rather than waiting for the player characters to
find them. Ultimately, it all adds to and builds on the actions and reac-
tions of the player characters and takes on a life of its own.

By knowing the Non-Player Characters, I respond to anything the
players do, want or need. I can also use the NPCs to provide clues, en-
couragement, and inspiration to motivate the player characters and keep
them on track. This includes facts and rumors that might get their blood
boiling and ideas clicking.

The plot. I then present the players with one or two “goals.” This is
their mission, their overall purpose and the motivating plot for this
night of adventuring. I often start small and simple, even obvious and
cliche. But you know what? They are cliche because they work and
people love ‘em. That simple goal may be as basic as any of the follow-
ing, among others.

1) The damsel in distress: “Please, please. You have to help rescue
my sweet Amanda. The Coalition (or whoever/whatever) has her and
god only knows what ... what they might ... oh, please help me.”

2) The missing child. “Little seven year old Benny is gone” (wan-
dered off and is lost, kidnaped, last seen talking to a stranger or D-Bee,
etc.).

3) The terrible monster. Now, for me, a “monster” can be literally a
monster (vampire, Xiticix, demon, etc.) or a vile, monstrous fiend (foul
practitioner of magic, dragon, D-Bee, supernatural being, the CS, the
Federation of Magic, pretty much any evil or despicable character).
Note: In #1-3, Heroic characters may accept the challenge out of a
sense of duty, morality or compassion. Self-serving characters may
need additional reward to get them involved.

4) Hired protection. The player characters are hired to escort, guard
and protect somebody, something or some place.

5) Money and power. This is the classic hire the player group to get
something of immense value or power. Inevitably the payoff for their
efforts is BIG in the way of money and/or fame, always with the under-
lying question of whether or not they should keep this item for them-
selves if they can get it. Which leads into the subplot of the classic
double-cross, if not by the player group against their employer then the
other way around.

6) The great race — or free-for-all. The player group “hears” about
some immensely valuable or powerful artifact and either decide to try
to get it for themselves or are hired by some rich dude to get it for him
(of course, they will be paid handsomely for their troubles). The thing
is, it is all hearsay. Rumor. This item may not actually even exist! Still,
the characters are off with at least two or three competing groups (all or
most bad guys) after the same thing. This pits our heroes against them
and who or what may actually hold or guard the desired item.

7) Coercion. Personally, I love coercion. You know, when the char-
acters are tricked, black-mailed or otherwise “forced” to go on some
mission. This can be a pardon for past crimes (i.e. do this for me and
you get out of jail), or do this thing otherwise these innocent people
will suffer or die, or the good ol’ Escape from New York: You have
“X” days or hours before you die (or something terrible will happen to
somebody), and so on.



There are others, but you get the idea.

What next? Adventure. Everything takes off from this one central
starting point. This starting point is the launch for things to come. The
adventure can move forward from this point in a linear, predictable
fashion (sometimes those are the most fun) or take a twist or ten.

The twist. This is where the complications, obstacles, surprise turn
of events, treachery, and subplots come into play. Such elements can be
challenges and obstacles to be overcome or carry the players into com-
pletely unexpected directions and lead to entirely different side-adven-
tures or different outcomes than expected. The fair maiden in distress
ain’t so fair or so innocent. She hasn’t been abducted, she’s really a
Witch or Shifter or demon off on some nefarious plot (perhaps to en-
slave, hurt or kill the very people worried about her). The search for the
lost child could turn into almost anything. Yes, Benny just habpened to
wander off, but he has since cantured bv — god only knows what.
Or is being used as some unwitting pawn in some nefarious plot (is re-
ally the son of a King or Warlord and the villagers were the ones hold-
ing him hostage, and he’s just trying to get home to Mommy and
Daddy. Or the kid has some other significance. Or he’s just a sweet
child who wants to go home who come across these nice men, Slavers,
and is now in a cage and heading for someplace called Splynn). The
employer is worse than the villain who has the item the group has been
hired to get. Or there is no valuable relic, it was all a ploy to find so and
so in order for the group’s employer to extract some terrible revenge.
And so on. There’s a million ways one can go. Draw upon things you
have experienced yourself or hope you never have to. Draw ideas from
the news, televison shows, books, comic books, films, other role-play-
ing games, etc.
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How many players should
be in a typical group?

Gosh, I’m asked that question all the time. And I fear my answer
sounds like an easy out, but it is not.

Whatever the G.M. feels comfortable with.

Most gamers I talk to have a group of 3-6 players plus the Game
Master; so 4-7 total players in their group. About 10% are smaller and
20% are larger. You really can’t play with fewer than three people (the
G.M. and two players) and I have found most G.M.s feel most comfort-
able “running” 4-6 players. That is a good number in that most G.M.s
can give a good amount of attention to each player and keep the
story/adventure moving along at a good pace.

Personally, 1 like to run larger groups. For me, the “perfect” size is
8-12 players. Anything over twelve starts to get more unwieldily and
the G.M. has to really work hard at his storytelling, pacing and theatrics
to keep EVERYBODY involved and entertained. Inevitably, some fac-
tion of players get less attention and time to shine than others. How-
ever, if the adventure was entertaining, they don’t mind, provided it is
their chance to shine in next week’s adventure. But then, I'm used to
running a lot of people.

During my Detroit Gaming Center days, I used to run aregular Sat-
urday night group of 26 people (The Defilers), with extra folk joining
in sometimes bringing that number up to as many as 32 (which is al-
most impossible to run, even for a one-shot night of epic combat and
adventure). I don’t like to run more than 21 maximum, and much prefer
8-14 for my ideal comfort level. And it is very important the Game
Master feels comfortable. He or she is the person orchestrating the set-




ting and adventure. The G.M. has to keep the action going and deal
with a hundred different aspects of the game, from rules things like
keeping track of Experience Points and making sure he and the players
are using magic, psionics, equipment and game rules correctly, to the
job of the referee to make sure the gamers are playing “in character,” as
well as handling the story elements like creating suspense, presenting
clues and pacing, to playing the villains and NPCs and weaving it all
into a fun adventure. Hey, it ain’t easy! It is a ton of fun, but it is also a
lot of work. So cut your Game Master some slack and try to work with
him.

That reminds me, role-playing should NEVER be a contest be-
tween the players and the Game Master, with one side trying to out-
smart or get the upper hand on the other. I’ve seen G.M.s who think it
is their job to keep players confused, in the dark, and down. Mean-
while, I have players who think it is their job to outwit and/or trick or
show up the Game Master, or to disrupt and ruin the G.M.’s plans.
Both suck and are inappropriate behavior.

Remember, the Game Master is like the co-writer and director of a
movie. This is the person who is setting the plot and “directing” the
scenes. The G.M. moves the story along and presents many different
story elements, obstacles and antagonists. The players are the actors
and co-writers in our little drama (or comedy as the case may be). Their
actions, insight and interaction with each other and with the “direc-
tor/G.M.” help to create, develop and move the story along. EVERY-
BODY should be working together to the same end, to build the story
and reach its climactic conclusion. In that regard, everybody, G.M. in-
cluded, all part of the same “team.” If there is a “them or us” attitude in
a playing group on either the part of the G.M. or the players, there is
going to be friction, conflict and bad feelings that will tarnish the en-
joyment of the game.

That is not to say there can not be a certain amount of competition
or opposing views. And certainly, the players should be competing hard
against the fictional villains and obstacles the G.M. has placed before
them in the adventure. Indeed, it is the players goal to outsmart and
thwart the bad guys. The G.M. can throw them some curve balls and
surprises, just as the players should do the same thing to the Game
Master. Personally, I love it when the players come up with a plan or
find a loophole that I did not imagine in order to win the day (or the
moment). It makes the adventure unpredictable, unique and that much
more dramatic.

The idea is for the Game Master and players to challenge one an-
other in a friendly, cooperative way. If done right, this creates the same
kind of suspense and excitement one gets from reading a mystery novel
or watching a movie. Halfway through, you have been given enough
clues to figure out who the mystery murderer really is, and you can
hardly wait to get to the end to find out if you are right (maybe chang-
ing your opinion as you learn more). The same thing is true in a good
role-playing game adventure, only it is even more exciting because
you, the players, are helping to create the story and reach that ending.
There is a tremendous sense of exhilaration as one’s character actively
fights to reveal the truth and confront the villain. There is even more
excitement when there is a sudden, surprise twist, treachery or deadly
turn of events, because your character is in the thick of things. And
when the climax comes, and one’s character (with the rest of the group)
helps to win the day and defeat the villain — man oh man, does it feel
good. One feels a sense of camaraderie, accomplishment and exhilara-
tion that is akin to winning the big high school football game! I’ve seen
games where the players high-five each other, jump up and down and
cheer. That’s what role-playing should be all about. Not competition
between each other or the player group against the Game Master, but a
creative team.

And it is most important that the Game Master remember this. Ulti-
mately, as G.M., you want and need to help the characters reach their
goals. Every obstacle you throw at the group is to challenge them, not
crush them. It is to test their mettle, provide clues, keep them on the
right track and build the dynamic tension of the story. NOT to belittle
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and defeat them. Although defeat with the chance to escape, recover,
regroup, and return to challenge the villain again in a fantastic two or
more part adventure will always be memorable. Check out this next
section.

An RPG campaign is a continuing epic

Returning villains are fantastic

A regular campaign is typically a series of games/adventures in-
volving the same characters over a period of time. Getting together ev-
ery Tuesday or Saturday to play with the same characters and players in
the same setting, provides fabulous storytelling opportunities and will
create a sense of continuity and adventure even if every night is a dif-
ferent adventure. (Personally, I like both one-shot/one-night and contin-
uing two and three part stories, always careful to end with a cliffhanger
or an appropriate lull.)

For one thing, a continuing adventure/campaign allows the player
characters to suffer defeat, while giving them the chance to return to
succeed at a future point.

For another, it offers the opportunity to create returning villains.

Anybody who has ever read comic books knows how important and
fun these two adventure elements can be. Use them!!! You won’t be
sorTy.

Defeat. I don’t care how smart or powerful a team is, they cannot
always win. In fact, if they do always win, the story/adventuring gets
boring. I’m not saying to set the players up for defeat, but if they are
having an off night, making mistakes or the roll of the dice just goes
bad for them (I’ve seen it happen), let them /ose. Sometimes the real
test of heroes is how they handle defeat.

Now, I'm not saying to kill them all. Heck, no. I'm saying whip
their butts, but give them an our. This can be an opportunity to escape
or something as comic book theatrical as the head villain laughing at
them and mocking them for being “weak losers,” beneath his notice.
“You are the best champions these people can find? Ha, ha, ha. Then
we have nothing to fear. Begone before I destroy you. You are nothing
before the power of Grandal the Destroyer.” And the scum bag turns
his back and leaves, his minions chuckling and adding more insults as
they follow his lead, but also to cover their leader’s back and perhaps
get in a few last licks on our heroes.

Let me tell you, nobody likes getting their butt handed to them and
then laughed at and dismissed as worthless, insignificant losers. It
makes ‘em mad and spoiling for a rematch. Go for it, next week. Or
maybe give the characters a chance to find out more about their opposi-
tion, uncover some weakness, develop a better attack plan, or to get
some powerful weapon that will help them defeat these rats — a side ad-
venture perhaps, that could last for one or more nights of gaming be-
fore the rematch.

Besides, it is the stuff of adventure. How many times have the good
guys been defeated in comic books or movies only for the heroes to re-
group and come back better, stronger, with more resolve than ever. It
happened to Indiana Jones. It happened to Luke Skywalker (heck, the
Jedi were almost completely destroyed before Luke came around). It
has happened to Superman and Spider-Man, and Hercules, and every
hero since people began telling adventure stories. And it is awesome.

The returning villain. Likewise, people love to have and hate their
favorite villains. In Rifts®, that may be the Coalition States or Emperor
Prosek personally, or the Federation of Magic, or some specific charac-
ter from one of the world or sourcebooks, or one of your own dynamic
creations. In comics, there is Lex Luthor, the Joker, the Green Goblin,
Doctor Doom and a host of others. In film, there is Hannibal Lector,
Darth Vader, and many more. Man, your mouth just starts to water and
your pulse quicken the minute one of those recognized villains steps
out of the shadows or claims responsibility for some delightfully terri-
ble or insidious act. In this case, familiarity breeds anticipation and ex-
citement. It creates history and builds suspense and emotion. Use that
in your games.



Staying with the scenario presented under Defeat, above, let’s say
our heroes return for a rematch. This time they are prepared for their
adversaries and have a few surprises of their own up their sleeves. Ulti-
mately they win, defeating 98% of the bad guys and save the day.
HOWEVER, the head villain, or one of his secondary, but memorable
evil henchmen, escapes. The player group rejoices for winning the big
picture, but all the loose ends are not tied up. They may even go look-
ing for the escaped villain (or villains), but fail to find him (or her or
them). Maybe the bad guy(s) fell off a cliff but the body was never
found. Or maybe just slipped away during the action and has gone into
hiding. The player characters still savor their victory, and maybe even
forget all about this villain.

Then, a month later, six months later, a year, the villain reappears.
He may be gunning for the heroes out of revenge or just up to more ne-
farious schemes and evildoing. However, when the villain(s) and
heroes clash again, it is more personal this time, because they have his-
tory. Both sides are out to defeat the other with increased gusto and re-
solve. Certainly the villain is out to show them up and get some
satisfying revenge now that they are pitted against each other again.
The revenge may involve the death of the group leader, a specific char-
acter who hurt the villain most in the past, or the entire team. Or it may
be to embarrass them and hurt their reputation, or to hurt and infuriate
the heroes by harming the innocent. Or simply a game of win or lose, to
prove who is better, them or the villain. Whatever the case, it is all
good stuff.

To really make for a good and regularly returning villain, do not kill
the antagonist off this second time either. Let him get turned over to the
authorities or escape again, or appear to be killed only to return later
somehow (via bionic reconstruction or other lifesaving augmentation,
magic, a pact with a demon lord, it was really a clone who died, or who
knows what else). If captured, the scum bag manages to escape (again),
bribes his way out, or an unlikely twist of fate liberates him. At some
point, the group and this scoundrel clash again. This can be another out
and out battle or quest for revenge, or it can be a couple other fun clas-
sic story ideas.

18

One of my favorites is pitting the group and the bad guy (and his
henchmen) in a situation where they must work together to get out alive
or to save the innocent. The villain works with them at least for awhile,
but inevitably has his own agenda (escape, get the magic item or
money, get revenge, etc.) and when the moment comes, betrays, attacks
or abandons the group (or two out of the three, sometimes all three). It
makes for great adventuring.

Another is the race. The heroes and the villain are both racing
against time and each other to get or do something before the other. In
the case of the heroes, their actions and winning the race will ultimately
save lives, help people or prevent something terrible from happening
(or stop the villain from getting more powerful). For the villain it is a
matter of winner takes all and perhaps revenge.

Another is the, “I have turned over a new leaf.” You know, the good
old, “I have seen the error of my ways and have given up evil to be a
champion of good,” or even a preacher, healer, wise man, mayor, pro-
tector of the people, etc. The big question is always, “Is this guy for
real?” Is he legitimate, or is this one of his scams?” And if it is a scam,
what the heck is he up to this time? The answers to those questions we
leave to the Game Master.

Tricks of running a large group

When a player group is small, 2-6 players, they are more likely to
bond naturally and tend to work as a team. Even if the characters splin-
ter off in pairs or alone (and you know they do), they are easy to keep
track of and even the most independent and chaotic players inevitably
work as a team when they really have to. This is why it is more com-
fortable to run a group of 2-6 players.

Running a large group, however, has similar dynamics on a larger
scale. Inevitably, when there are eight or more players, the group frac-
tions into smaller sub-groups or teams within the larger group. This is a
natural occurrence where players with a similar outlook and playing
style or whose characters share some bond, camaraderie or sense of
purpose will naturally gravitate to one another. Ultimately, these splin-
ter groups are handled as a separate team or unit, so even though you
have say, ten players, they are functioning together as two or three dis-
tinct units, not ten individuals.

The cliffhanger tactic: To keep everybody involved in the action
and events transpiring, even those that do not involve them, I use the
clifthanger approach. That is to say I work with one group up until a
tense or dramatic moment (“You hear soft footsteps ...” Like somebody
trying to prowl? asks one of the players, “Could be, maybe yes. And
you also hear a faint raspy breathing. The door handle begins to turn
...”) — and then I turn to one of the other groups and say, “Okay, what
are you guys doing?” This keeps the player unit at the door tense and
riveted to their events while watching and enjoying the actions of the
other units. It also gives the players some time to think about what they
are going to do next. Thus, when I turn my attention back to them,
“Okay, you hear the click of the bolt and the door starts to open.” The
players can jump in and say, “I’m using my spell to turn invisible (or
throw up an Armor of Ithan or some such). The Headhunter says, “My
gun is drawn and I’m ready for anything.” The Juicer says, “Yeah, me
too, but if it is something too bad my character will back flip out of the
way and then open fire.”

Of course, you break at a dramatic pause also, like after the one unit
has just defeated their opponents (and before they loot their victims or
engage in interrogation, or make a run for it).

Comedy. I like humor in my games. It relieves tension and adds to
the fun. Using the setting above, under cliffhanger tactics, I might, if
appropriate, have the door open up to reveal a little girl (hence the soft
footsteps) with a bad cold (hence the raspy breathing). It’s cute. It’s
funny. And it keeps the players on their toes. Of course, she could be
the servant of a powerful dragon, mage or monster that appears on the
scene a moment later (right after they let their guard down).



Game Mechanics

Experience

Why an experience
“level” point system?

Because I like it.

As the game designer, I like the Experience Point system because I
feel it is a more realistic simulation. I’ve known many brilliant people
in my lifetime, and some, despite their high 1.Q. and natural talents,
just don’t do anything with it. Or they go to school, learn the basics and
move on to something completely different. I also know from personal
experience (no pun intended) that doing and learning through experi-
ence is how a person grows. I’ve seen artists and writers, sports figures
and others hit a “new plateau™ at a particular point in their career (of-
ten at several points in their career). To me, that’s hitting a new experi-
ence level. To reach a new level of understanding and skill that makes
one better at what he or she is doing. It’s real, and I think an experience
system recreates that.

In the Palladium Experience Level system, one’s character tends to
grow more quickly in the early stages of experience, which is also true
to life. At first, everything is new and exciting and one learns rapidly.
However, with each new level of experience, attaining a new height
(the next level) becomes more complex and difficult. It takes more sub-
tly, more practice, and most importantly, more time. That is why after
Seventh or Eighth level, it may take a character a year or two to reach
the next level and two or more to attain the next. Typically by 10th
level, most player characters (unless several years old) not likely to ad-
vance much for several years at a time. Which is realistic too.

When does the use of a skill
count toward experience?

I always go with the “clever” or “critical” use of a skill as the crite-
ria for experience. Reading a computer screen, plugging in a battery or
driving the car to the market is not worthy of any experience. Ordinary
skill performance in an ordinary setting does not count. The higher the
level of the character (and therefore, the easier it is to perform the skill)
the less significant it is too.

Hacking into a computer or trying to reprogram it to stop a deadly
virus, get vital information or to trick a villain — now that’s worth expe-
rience points. Likewise, driving a vehicle in such a way as to draw the
attention of the bad guys away from innocent children, or to rescue in-
nocent characters or to engage in a stunt driving-filled getaway or chase
to capture or follow bad guys — now that’s worth counting for experi-
ence. But even with these examples, we are seeing the use of a skill
combined with ingenuity, daring and heroics. This is, after all, an “ad-
venture” game, so I always feel the greatest experience points should
come from doing something that is smart, cunning, surprising, bold and
heroic. If it saves lives (Non-Player Characters or fellow player charac-
ters), helps others, or contributes to saving the day, then those actions
should count for something and contribute to the character’s experience
points (not to mention the excitement of the gaming experience).

The greater the risk, the greater the level of (potential) self-sacrifice
and the more people saved, the more experience that should be given
out. Especially if the rescue was particularly brave and/or brilliant.
Likewise, if doing something represented a moral dilemma for the
character, but in the end, the character did the “right thing,” that too is
worthy of a little experience.

Here again it is a matter of subjective judgement on the part of the
G.M. A rescue in and of itself does not warrant a big experience point
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reward if it does not truly challenge the player characters. If it is easy,
the experience is minimal. If it is difficult the experience is greater. If it
was death defying or nearly impossible to accomplish (at least without
teamwork and cunning) the experience should be considerably more
impressive. For example: The player group could rescue 50,000 people
trapped in a football stadium and get 50-100 experience points each
player character because all they had to do was battle some wimpy
guards, the battle took only a few minutes and only two player charac-
ters even got scratched. Big deal. Low E.P.

On the other hand, a battle against a superior force — or even against
one, lone villain, but one with great power and who almost kills half
the group and/or where one of the player characters genuinely puts his
or her life on the line — now that is courage, cunning and heroics wor-
thy of 500-1000 experience points to each of those characters who al-
most died or saved the day. That includes the weak or injured character
who came up with the brilliant plan or strategy but did not actually par-
ticipate in the battle itself. Again, depending on the circumstances,
level of opposition and who is being rescued (a pivotal NPC like a
king, hero, godling, a lot of people, even one person, etc.) and exactly
how events unfold could have an impact on the number of experience
points handed out, low or high.

This is easier than it may sound. If you and/or the rest of the play-
ers are impressed or surprised by the character’s cleverness, self-sacri-
fice, heroics and actions (they don’t always have to be heroic actions)
then that was probably something worthy of an Experience Point re-
ward. If you find yourself as G.M. thinking, “I never thought of that,”
or “That is exactly right, she’s got the right idea,” or “Wow,” for any
reason, it deserves Experience Points.

Actually, I use what I call the “Wow Factor” for everything, from
designing and running my gaming adventures to the writing of my
role-playing games and sourcebooks. If something “wows” me or those
around me, it is an important factor worthy of note. The more “wow”
and even tingles of “ooh, that’s good,” and that little smile that curls
one’s lips as a reaction to something someone said or did, are all sig-
nals to me, as Game Master, of a significant event or action to be noted,
remembered and rewarded. And I make a point to mark down the expe-
rience as it hits me. NEVER wait till later and figure you will remem-
ber it, because you won’t. I sometimes even stop the game for a minute
to jot it all down.

On the other hand, a thief picking a lock when nobody is looking, a
mage casting an obvious or simple spell without any pressure, a man at
arms standing guard, a Juicer leaping from rooftop to rooftop, a scholar
buying and reading a book, a City Rat sneaking around or hacking into
a computer to be nosy, an Operator cleaning his gun or maintaining the
group’s vehicle or any character doing anything that is normal, typical,
expected under the circumstances — or just a plain stupid thing NOT to
do — big deal. No Experience Points.

Experience Points are their own reward

Remember, in a game context, one of the tangible accomplishments
and rewards the player receives is Experience Points for playing his or
her fictional alter ego “in character,” and cleverly. Yeah, his or her
character or the player group as a whole getting money, treasure, pow-
erful weapons or rare artifacts is cool too, and is certainly a “reward”
for the characters, but Experience Points are the real achievement for
the individual player.

I have run many a game where the player characters got the snot
kicked out of them, lost valuable equipment and got no or little finan-
cial reward, but the players were tickled pink because they saved the
day (even if it was to save one lone orphan), because they worked as a
team, had fun doing it and won — stopped the latest “unspeakable evil”
and had the Experience Points (and self-satisfaction) to prove their he-
roic efforts were worth the trouble and pain for their fictional charac-
ters. That is the other beautiful aspect of the Experience Point system.
You are rewarded for your character’s accomplishments and not some
dopey points to make him or her more powerful.



EXPERIENCE POINTS TABLE

Awarding Experience Points

Experience Points Action

25 Performing a skill (successful or not).

25 Clever, but futile idea.

100 Clever, useful idea or action.

100 Quick-thinking idea or action.

200 A critical plan or action that saves the character’s life and/or
a few comrades.

400-1000 A critical plan or action that saves the entire group or many
people.

100-300  Endangering the character’s own life to help others.

500-700  Self-sacrifice (or potential self-sacrifice) in a life and death
situation (like leaping in front of a fireball meant for some-
one else to save that person, even though he/she is likely
to die, or offering his/her own life to save the group or
another).

100 Avoiding unnecessary violence.

100-200  Deductive reasoning and/or insight.

50 Good judgment.

50 Playing in character bonus.

50-100 Daring (clever or not).

25-50 Killing or subduing a minor menace.

75-100 Killing or subduing a major menace.

150-300  Killing or subduing a great menace.
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Other game elements and rewards

Speaking of “intangible” rewards, don’t underestimate the power of
a tearful thank you from the parents of the child the group just rescued
and the good feeling that the players get when the NPC parents offer
the group three chickens, a cow and a gold watch — almost EVERY-
THING of value these peasants own! And/or the pledge of undying
gratitude from these parents or the tribe or town, and little things like
free room and board or healing and other small gestures of kindness
and appreciation. Or the warmth from a gaggle of children embracing
and playing with an ugly/monstrous player character and sincerely call-
ing him their friend (a level of compassion and acceptance “monsters”
do not often enjoy, especially from humans and other attractive races).

Notoriety or outright fame is another reward. To have the character
or the entire player group treated like heroes and celebrities is a nice re-
ward for the players. Another measure of their characters’ accomplish-
ments even if it is in a one-horse town.

Of course, fame is a two-edged sword that cuts both ways, good and
bad. Praise and prestige can turn into disdain and dislike if the charac-
ters wear out their welcome by using their celebrity to cheat or take ad-
vantage of those who embraced them. This can happen if one or more
of the characters in the player group prove to be a low-life or scoundrel,
or if he or the group do not “live up” to the townspeople’s expectations
of them as “heroes.” For many people have unrealistic expectations or
false impressions of what a hero should be, and become disillusioned
and feel tricked or cheated when they come to realize the truth.

Worse, fame brings notoriety, and notoriety inevitably brings trou-
ble. My old Defiler campaign brought the characters fame and fortune.
They had gigantic statues of them erected by the townspeople. They



were all treated with love, affection and respect (even the inhuman
ones). They got steep discounts (20-50% off most non-magical items,
10-20% off magic and rarities), were bought meals and drinks and one
went on to rule the town (which thanks to the Defilers, now prospered
and its people lived free and independent). That’s the good part.

On the other hand, the Defilers were constantly being petitioned to
help somebody or another. The more powerful, high level and famous
they became, the more petitions for help they received — and the more
difficult the opposition. They were once whisked away to an alien di-
mension against their will to save the king and his kingdom. They were
attacked by villains looking to make a name for themselves by being
able to claim, “I (or we) killed the famous Lord Coake,” to prove how
powerful they were. The friends, families and associates of enemies the
group had defeated or destroyed came looking for revenge (“Hello. My
name is Inigo Montoya. You killed my father. Prepare to die.”). Even
worse, world leaders and powerful sorcerers, dragons and beings began
to approach them (how does one say no to a God of Light?). While
good powers would approach them for good deeds, less scrupulous
powers tried to manipulate them into doing things he/she/it wanted
done for self-serving or evil purposes. Of course, that never worked,
and the Defilers would figure out what was going on and turn the tables
on the scoundrel or villain (with everything ending well). Once, toward
the end of their careers (and nearly three years of playing the same
characters in the same campaign), the group was attacked by a Genghis
Khan character, his most powerful henchmen and half his army. Why?
Because the fellow planned to conquer half the region. And when as-
sessing the obstacles he would have to face, he decided that the Defilers
would intercede on the behalf of those being conquered. Thus, he
sought to eliminate them first (his only real opposition), so everything
else would be easy!

Playing in Character
— Alignments are your guide

For me, one of the best guides for creating and playing “in charac-
ter” whether the G.M. or a player, is the Alignments. These stereotypes
serve as a broad template and guide for playing one’s character. It is a
moral barometer that will affect the character’s judgement, choices and
everything that fictional character does.

I could and probably should go on at great length about alignments
and playing in character, but the above paragraph really says it all, and
this book is running over pages already, so I’m keeping it short.

As a Game Master, there have been many, many times where I
pause the game action to announce to a player. “A Scrupulous (or what-
ever) character would not do that. I think your character should recon-
sider. Now, you can continue, but your character’s alignment is going
to drop to Anarchist (or Miscreant or whatever is appropriate depend-
ing on the deed). You won’t be a good guy any more.” And then I let
the player think about it for a minute. Maybe turning to a different
player and his character for a little bit. I always let the player do what-
ever he wants for “his” character, but there are consequences. And not
just a drop/change in alignment. Let’s say the character murders some-
one in cold blood or engages in torture. First, I announce how all the
other good characters are shocked and horrified. (They would be,
wouldn’t you?) Then I announce as a reminder that any other good
character in the group will try to stop this terrible or cruel action. This
may give the first character a moment of pause and cause the player to
reconsider his action, and may also pit one or more players against an-
other. While I don’t encourage inciting trouble between characters, a
moral dilemma is a moral dilemma and will cause tension and even di-
vide the group unless the character responsible makes amends. More-
over, any Non-Player Character (NPC) will react (negatively or
positively depending on the character) to the event, which may drive
home a point and get characters to respond in a more appropriate man-
ner. Sometimes it takes that kind of nudge to get the players thinking.
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NPCs are a valuable tool

Not only is my adventuring world populated by countless
Non-Player Characters, but I ALWAYS include one or two in the
player group. Always.

Why? Because it gives me, as Game Master, a direct influence on
the group. Not to overpower, manipulate or lead the group, but to influ-
ence in subtle ways. In fact, | NEVER make the group NPC a leader or
a powerhouse. Often the NPC is young, weak, naive, and innocent, first
to third level. This way, I can use the NPC to point out a clue or ideas
the group missed (to get them going on the right track; sometimes the
wrong track), to illustrate the fear or injustice or moral outrage of a sit-
uation, to the get the group into mischief by his actions and for comic
relief. In the situation earlier, where a player character is about to do
something out of character or just plain evil, the NPC can show his
shock and horror of it, and/or try to intercede to stop it. The NPC’s
comments, reaction and action should get the other players thinking
and their characters reacting. It is a nice, subtle way to nudge things
along and stimulate action and adventure. Along those lines, one can
use the NPC to generate conflict. The kid gets the group in trouble by
shooting off his mouth (“Oh, yeah, well my friends here can kick your
...”) or by making an accidental noise to alert the antagonists to the
group’s presence and so on.

NPCs in this capacity are the Game Master’s greatest tool. Use them
wisely.

Balance does not mean equality

It surprises me every time I hear somebody say the Mega-Damage
system is not balanced because unless a character is wearing M.D.C.
armor or has Mega-Damage skin, he cannot face a Mega-Damage op-
ponent. These individuals usually go on to lament on how a lone gun-
man armed with an M.D. laser pistol and clad in (comparatively) flimsy
Plastic Man body armor (with 30 M.D.C.) can wipe out an entire town
of ordinary Hit Point/S.D.C. people! Well, maybe in theory, but not
likely.

Such statements tell me two things. One, the individual does not un-
derstand Mega-Damage and two, has not logically thought through the
game system or the setting.

On the surface, the above complaint sounds legitimate. Technically,
Hit Points and S.D.C. do not stand a chance against Mega-Damage.
Even a dude in light Mega-Damage armor wielding a Mega-Damage
laser pistol is something of a “superman” against S.D.C. folks.

This is where story, setting and game rules merge and one must stop
and think about the world environment in which he or she is playing.

Rifts® is a future Earth that has not only developed advanced weap-
ons and technology, but has been transformed by magic and alien ener-
gies. Technology (whether based on science, magic or the supernatural)
has changed and improved to the point that a lone individual equipped
with a Mega-Damage rifle is the equivalent of a 20th Century “tank.”

Real world history is filled with moments where an era is changed
forever. When guns, for example, made the bow and arrow obsolete,
when the Iron Clads of the Civil War (i.e. the Monitor and the Merri-
mac warships) brought an abrupt end to the era of wooden war ships
and brought about the age of the metal ships and the modern navy. And
there are countless other real world events. The machine-gun, airplanes,
mustard gas, germ warfare, guerilla warfare, terrorism, etc., all changed
the way war was fought. Technology always advanced rapidly during
major wars, for the one with the superior weapons had the distinct ad-
vantage.

The same is true in Rifts®. That’s why there are all kinds of com-
peting technologies to counter, overcome or overpower different types
of Mega-Damage war machines and supernatural (M.D.C.) creatures.
There are Juicers, Crazies, cyborgs, Headhunters, Mind Mages, Practi-
tioners of Magic, and all sorts of magical, psychic, and mechanical
countermeasures, alternatives and M.D. equivalents. All have their ad-



vantages and disadvantages. All work best under certain specific condi-
tions, not ALL combat situations. Some are not better than most, they
are just different, or a competing technology.

Then there is common sense.

Yes, a Mega-Damage character is vastly superior to his Hit
Point/S.D.C. opponents.

No, this is NOT unbalanced or unrealistic.

Yes, to face one M.D.C. clad assailant armed with a rifle that
punches a hole through a car and concrete is suicide. If facing him head
on and one to one. But to do that is just plain stupid.

That’s why in war, tanks tend to face other tanks or bunkers and
other fortified positions. If a crowd of civilians try to take on the tank
barehanded (and our M.D.C. character is a walking tank) or even with
assault rifles, they’ll be chopped to ribbons while having little if any
impact on the tank.

Staying with this analogy, a civilian armed with an anti-tank
weapon like a bazooka or LAW rocket launcher has a “chance” of stop-
ping or damaging the tank, but the playing field is not even. The two
opponents are not equal. The civilian character does NOT have the ar-
mor of the tank and can not face it one on one or he is a dead man! He
must use cunning and stealth. Attack from a hiding place and hope the
shot hits and does serious damage. Perhaps shoot out the treads to crip-
ple it. Worse, one shot is not likely to destroy the tank, although it
might impair its movement or knockout one of it weapon systems.
(Yes, in real life, a lucky or extremely well placed shot might stop the
tank, but it is still only a chance, and this is not real life. It is a game.)
On the other hand, a tank has its limitations. It is slow and big, prevent-
ing it from going everywhere or functioning 100% in all situations.
Tanks are notorious for getting stuck in mud and ditches and don’t
work well in urban situations or dense forests where their size and bulk
limit their capabilities. The same holds true of characters, power armor,
giant robots and monsters in Rifts®.

Moreover, it is this inequality of S.D.C. vs M.D.C. that has spawned
people like the player characters, augmented humans, mutants, cyborgs,
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power armor clad, and magic wielding characters who do possess some
level of power to stand and fight for those who do not. Sadly, whenever
some people have power, they use it to bully, harass, hurt, enslave and
conquer those who do not. These are our misguided misanthropes, psy-
chopaths and evil menaces — our villains — that the player characters do
battle against.

And yes, the opposition is usually more powerful than the heroes.
That is deliberate too. One or two dragons, demons, or other monster or
giant robot can take on the entire group. Why? Because role-playing is
a “group” sport, people. Thus, the “team,” the player group, is expected
to take the one menace, not one of the characters taking him on toe to
toe. Of course, less powerful threats (other Juicers, cyborgs, mages,
D-Bees, etc.) can be handled one on one, but not all opposition. This is
part of storytelling and the sense of the grand scheme of things. It is up
to the Game Master to parcel out the opposition in a logical and man-
ageable way. On the other hand, I’ve seen players take on ridiculous
odds and take amazing (sometimes spectacularly impressive and other
times spectacularly stupid) risks. If they get themselves in a jam, let
them pay the consequence. Try not to kill them out of hand (something
can intervene on their behalf even if it’s the bad guys leaving them for
dead or taking them captive), but you know what, sometimes characters
get killed. And it has been my experience that a “good” G.M. never
kills them, they die one of two ways: giving up their life as a hero to
protect/save a friend or innocent, or by doing something stupid. In the
hundreds of (maybe a thousand plus) games I must have played over
the years, I have seen four or five die a hero’s death (always impres-
sive) and I have seen at least 20 die from stupidity; only one in perished
in a coincidental accident. In fact, one notable Defiler (no I won’t name
names) was one of these maverick, lone wolf, crazy seat of your pants
kind of players who always had his character run off on his own. Well,
in the high action adventure of the Defiler’s campaign, not working as
a team player and using one’s head was a death sentence. This player
burned through five different characters in six nights of gaming before



he got the message. And I wasn’t trying to teach him any lesson, he just
did such dumb or daring things that he would die. (More than one of
my players learned the hard way, never to run off with a hot babe char-
acter without telling your companions who you are with and where you
are going.) To this player’s credit, he went on to become an impressive
and inventive player, and a valued asset to the group. In the Rifts Earth
setting, one needs to think, work as a team or die.

Another reason all characters are not created equal is that every
player has different tastes. Role-playing is very personal, remember, so
some players like to run powerhouse characters and some don’t. Some
like more thoughtful, less combat oriented character and for them there
are City Rats, Rogue Scholars, Scientists, Operators, and a number of
others. Others just love magic, and on and on. Each of these characters
has their strengths and weaknesses, and it is up to the G.M. who has a
diverse group to present situations where their character can shine and
have his moment in the sun figuring out a strategy, uncovering a mys-
tery, figuring out how to use some particular device, and so on.

I find it is power gamers who have the most difficulty with the con-
cept of weaker and diverse characters or characters with flaws (which
in my opinion are the most fun to play) because they are only interested

in playing the toughest bad ass around. And Rifts® has plenty of op-
portunities for grand adventures of shoot ‘em up and butt kicking.
That’s okay. Power gaming is as fun and valid as anything else, but re-
alize everybody is not you.

Besides, if the G.M. is thinking out the entire spectrum of adven-
tures, situations and the world, there shou/d be moments when being
the strongest and having the biggest gun means squat! A Juicer or Glit-
ter Boy pilot who can’t read, can not use a computer or read simple in-
structions, or read a magic spell scroll. Moreover, the gun-toting brute
is likely to frighten many people and incite violence, sometimes by the
character’s very appearance. Meanwhile, less threatening, less overtly
powerful and more clever characters can be subtle, sneaky and get in-
formation the brute can not. They simply have other strengths than the
warrior. It is up to the player to find and exploit those strengths, and the
G.M. to present opportunities where the character can use them to the
benefit of the entire group.

The ultimate solution. If you truly hate Mega-Damage change it to
Hit Points and S.D.C. It is not that difficult. Really. No, this is not a
cop-out, it is a legitimate solution. Do it. I give you my blessing.

Physical Combat

ATTRIBUTE BONUS CHART

17 18 19 20 21 22 23 24 25 26 27 28 29 30
1.Q.addtoall skills. Onetimebonus. +3% +4% +5% +6% +7% +8% +9% +10% +11% +12% +13% +14% +15% +16%
M.E. save vs. psychic attack/insanity + 1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
M.A. trust/intimidate 45% 50% 55% 60% 65% T10% 15% 80% 84% 88% 92% 94% 96% 97%
P.S. Hand to Hand Combat: Damage +2 +3 +4 +5 +6 +7 +8 +9 +10 +11 +12 +13 +14 +15
P.P. parry, dodge and strike bonus ~ + 1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
P.E. save vs. coma/death +5% +6% +8% +10% +12% +14% +16% +18% +20% +22% +24% +26% + 28% +30%

save vs. poison & Magic +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
P.B. chamr/impress 35% 40% 45% 50% S55% 60% 65% 10% T5% 80% 83% 86% 90% 92%

Spd:  No special bonuses other than the raw, natural ability to run.

SPEED CHART

The following is a simple conversion table of speed factors
into approximate miles per hour (mph) and kilometer equival-
ants.

Speed Factor Approx. MPH Kilometers Per Hour
5 3 5.6
11 7% 12
22 15 24
27 18Y4 29.7
33 22% 36
44 30 48
50 35 56
55 37 60
58 40 64
66 45 72
77 53 85
88 60 96
110 75 120
132 90 148
220 150 241
293 200 321
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Rules & Clarifications

By Kevin Siembieda (with a little help from some friends)

Attributes Beyond
30 (expanded)

Intelligence (I.Q.): Bonuses stop on the chart at 30, but the bonuses
continue.

1.Q. skill bonus beyond 30: +2 for every five additional 1.Q. points,
so [.Q. 35: +18%. 1.Q. 40: +20, 1.Q. 45: +22%, 1.Q. 50: +24%, 1.Q. 55:
+26% and 1.Q. 60: +28% and so on.

Moreover, characters with an 1.Q. greater than 30 points have sharp
memories, tend to notice details and are more likely to see through illu-
sions. This translates into the following:

Save vs Illusion: 1.Q. 30-33: +1, L.Q. 34-36: +2, 1.Q. 37-39: +3, L.Q.
40-42: +4,1.Q. 43-45: +5,1.Q. 46-48: +6 and 49 or higher +7.

Mental Affinity: Any number beyond 30 means a dynamic, charis-
matic person with a commanding and/or delightful presence. When the
character enters the room, most people take notice. The individual can
be very persuasive (in a charming or intimidating way).

M.E. of more than 30 provides select skill bonuses: +5% to Seduc-
tion, Gambling, Find Contraband, and Intelligence (gathering) skills;
+10% to Interrogation and Performance.

Mental Endurance (M.E.), taps out at 30. Bonuses do not increase
should the character have a number higher than thirty. The only excep-
tion might be a god. But for those rare individuals, demigods, godlings,
gods, demon lords and other supernatural beings who might hit M.E. 30
or beyond, they get a bonus to save vs possession of all kind.

Save vs Possession: MEE. 30: +1, ME. 40: +2, M.E. 50: +3, M.E.
60: +4.

Ordinary Physical Strength (P.S.): The higher the number, the
stronger the character and the more damage with his punches (as indi-
cated in the standard table). This strength applies to “ordinary” mortal
men and women, so the damage is always Hit Point/S.D.C. damage
even if it is beyond P.S. 30 or 40. Note: P.S. damage bonuses are al-
ways added to the physical damage done by melee weapons such as
clubs, maces, knives, swords, and spears, but does not apply to arrows
and guns.

Damage Bonus Continues: +1 point of Hit Point/S.D.C. per digit be-
yond 30. Thus a character with a P.S. of 31 does +16, P.S. 32 does +17,
a P.S. of 40 does +25, and so on.

Throwing Bonus: For every five points above 30 (round down), the
character can hurl a rock, ball or throwing weapon (dagger, spear, sling,
etc.) or shoot an arrow an extra 30 feet (9.1 m) without losing accuracy
(no penalties for the greater distance).

Lifting and Carrying Bonus: For every five points above 30 (round
down), the strong character can lift or carry 30% more than usual.

Physical Prowess (P.P.): The bonus to strike, parry and dodge,
stops at 30.

Initiative Bonus: However, for every three P.P. points beyond 30,
the character gets a bonus on his initiative roll. P.P. 33-35: +1 on initia-
tive, P.P. 36-38: +2, P.P. 39-41: +3 , P.P. 42- 44: +4, P.P. 45-47: +5,
P.P. 48 and higher: +6.

Physical Endurance (P.E.): The bonus to save vs poison and
magic stops at 30.

Save vs Coma & Death: However, the percentage to save vs coma
continues at an increment of one point per each additional point beyond
30. Thus, a P.E. of 31 provides a 31% chance to save vs coma, 32 is
32%, and so on. Additionally, a character with a P.E. of 30 or higher
fatigues at half the normal rate.
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Impervious to disease: Additionally, any character with a P.E. of 30
or higher is effectively impervious to disease. Only the most virulent
virus (or designer bug) has a chance of affecting this character.

Physical Beauty (P.B.): Any number beyond 30 is divine perfec-
tion. A beauty beyond compare, angelic.

P.B. of more than 30 provides select skill bonuses: +5% to
Cardsharp, Concealment, Palming, Pick Pockets and Performance skills
(observers are so distracted by the beauty they don’t notice any trickery
or flaws in performance); +13% to Seduction. Penalty: -10% to Prowl
(all eyes are on the beauty).

Speed (Spd.): Indicates the rate of speed at which a character can
run and/or fly. Most ordinary humans never exceed 30. However,
Juicers, Crazies, cyborgs, robots, mutants, D-Bees, supernatural beings
and others may achieve mind-boggling running speeds. The Speed
Chart continues on and on, with the listing at a Spd of 293 or 200 mph
(320 km). Running fast is its own reward and ability.

“Augmented” Humans (Juicers &
Crazies), Mutants, Cyborgs &
Exoskeletons

Characters who possess an enhanced or increased P.S. because of
unusual genetic mutation, chemical augmentation (Juicer), brain im-
plants (Crazy), bionics (full conversion cyborgs), superhumans (Ex-
traordinary or Superhuman P.S.) or exoskeleton (light power armor or
mechanically enhanced body armor, android or very light robots) can
inflict Mega-Damage, but only when they use a power punch.

This type of enhanced strength is typically the result of mechanical
augmentation. This table applies only when specific damage stats are
not provided.

® Augmented P.S. 24 inflicts one point of Mega-Damage when deliv-

ered as a power punch or power kick; counts as two melee attacks.

Augmented P.S. 25 to 27 inflicts 1D4 M.D. with a power punch or
power kick; counts as two melee attacks.

Augmented P.S. 28 to 30 inflicts 1D6 M.D. with a power punch or
power kick; counts as two melee attacks.

Augmented P.S. 31 to 40 inflicts 2D4 M.D. with a power punch or
power kick; counts as two melee attacks.

Augmented P.S. 41 or 50 (not likely to exist) inflicts 3D4 M.D.
with a power punch or power kick; counts as two melee attacks.

Augmented P.S. 51 or higher (not likely to exist) inflicts 4D4
M.D. with a power punch or power kick; counts as two melee at-
tacks.

Power Punch Notes:

1. A power punch is a roundhouse punch in which the character
winds up and punches with all of his might. In all cases, the power
punch attack counts as two (2) melee attacks/actions whether the punch
strikes or not. The player must announce that he is trying a power
punch/kick/attack before he rolls to strike.

2. A power bite is not possible! The only exceptions may be select
supernatural beings or giantrobots, in which case it will be noted in the
character stats. Likewise, a power head butt, elbow, knee, body
throw/flip or body block/ram is not possible except as noted above and
where specifically listed for that particular character or equipment.

3. Cyborgs, although mechanical and robot-like, do not generally
possess the same physical strength and power as a complete (or giant)
robot. Consequently, they do not usually deliver Mega-Damage
punches except as power punches. Most partial reconstruction ‘Borgs
can only have a maximum P.S. of 20 and inflict no Mega-Damage. Full
conversion ‘Borgs of great strength can deliver a Mega-Damage power
punch or kick if they have a P.S. of 24 or higher! Use the table above.

4. In all cases, a power punch/kick/attack counts as two melee at-
tacks/actions.
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“Supernatural” Physical Strength

Most S.D.C./Hit Point beings, whether human, monster, or other-
wise, inflict Hit Point/S.D.C. damage even when they have an incredi-
ble strength of 30 or higher. On the other hand, even scrawny
supernatural beings like Vampires, Gargoyles, Brodkil, and demons, as
well as “most” creatures of magic, such as dragons and Elementals, in-
flict Mega-Damage.

One might wonder why a strong human inflicts S.D.C. damage
while these others, with a seemingly equivalent P.S., inflict
Mega-Damage (M.D.)?

The answer is simple. Whether a being inflicts S.D.C. damage or
M.D. depends on the nature of the creature.

Simply put, supernatural beings and creatures of magic are NOT
human. They are something else. Creatures that defy the laws of phys-
ics and draw upon arcane forces and energies (like magic) as part of
their innate essence. Thus, they are more than human. More powerful
physically and magically (and sometimes psionically as well). Their su-
pernatural aspect gives them Mega-Damage strength, endurance, and,
in many instances, makes them natural M.D.C. creatures (i.e. flesh like
Mega-Damage steel). Thus, in addition to their incredible supernatural
strength, they usually have bodies with skin like the armor of a tank,
are impervious or resistant to ordinary cold, heat and fire, impervious
to disease, and heal much more quickly (most practically regenerate
and heal before one’s eyes), because they are not human. Note: In an
S.D.C. environment where magic energy is weak, these beings are of -
ten Hit Point/S.D.C. creatures, although they will still usually have
plenty of H.P. and S.D.C. points.

® Supernatural P.S. 15 or less: Only inflicts 1D6 S.D.C. on a re-
strained punch, 4D6 S.D.C. on a full strength punch or 1D4 M.D. on
a power punch (counts as two melee attacks). P.S. bonuses are
added to S.D.C. attacks.

® Supernatural P.S. 16 to 20: Inflicts 3D6 S.D.C. on a restrained
punch, 1D6 M.D. on a full strength punch, or 2D6 M.D. on a power
punch (counts as two melee attacks). P.S. bonuses are added to
S.D.C. attacks.

® Supernatural P.S. 21 to 25: Inflicts 4D6 S.D.C. on a restrained
punch, 2D6 M.D. on a full strength punch, or 4D6 M.D. on a power
punch (counts as two melee attacks). P.S. bonuses are added to
S.D.C. attacks.

® Supernatural P.S. 26 to 30: Inflicts 5SD6 S.D.C. on a restrained
punch, 3D6 M.D. on a full strength punch, or 6D6 M.D. on a power
punch (counts as two melee attacks). P.S. bonuses are added to
S.D.C. attacks.

® Supernatural P.S. 31 to 35: Inflicts 5SD6 S.D.C. on a restrained
punch, 4D6 M.D. on a full strength punch, or 1D4x10 M.D. on a
power punch (counts as two melee attacks). P.S. bonuses are added
only to S.D.C. attacks.

® P.S. 36 to 40: Inflicts 6D6 S.D.C. on a restrained punch, 5D6 M.D.
on a full strength punch, or 1D6x10 M.D. on a power punch (counts
as two melee attacks). P.S. bonuses are added only to S.D.C. at-
tacks.

® Supernatural P.S. 41 to 50: Inflicts 1D6x10 S.D.C. on a restrained
punch, 6D6 M.D. on a full strength punch, or 2D4x10 M.D. on a
power punch (counts as two melee attacks). P.S. bonuses are added
only to S.D.C. attacks.

® Supernatural PS. 51 to 60: Inflicts 1D6 M.D. on a restrained
punch, 1D6x10 on a full strength punch, or 2D6x10 on a power
punch (counts as two melee attacks). P.S. bonuses not applicable.

Note: Some supernatural creatures will have a greater or weaker
damage than the above table provides. These are exceptions to the gen-
eral rule and will be evident in the descriptions of specific creatures.
Biting attacks typically inflict half the M.D. as a punch unless the maw
is especially large or powerful, then a bite could inflict the same dam-



age or more. Tails and tentacles frequently inflict half to the same
amount of M.D. as a punch. Power punches are not usually possible
with a tail, but are possible with a tentacle. Kicks usually inflict the
same M.D. as a punch, but in some cases the kick may inflict 1D6 more
Mega-Damage.

Supernatural Damage and Hand Weapons: When wielding a
hand weapon, such as swords, clubs and knives, supernatural beings in-
flict either the weapon damage plus P.S. damage bonus or their basic
hand to hand damage (see previous table) plus P.S. damage bonus,
whichever is greater. Optional Rule: Normal weapons are in danger of
breaking when wielded by somebody with supernatural strength. A
good rule of thumb is to assume a weapon is in danger of breaking
whenever total damage inflicted exceeds more than three times the
weapon’s maximum base damage — in the case of a 2D4 sword, more
than 24 points of damzye might break it. Every time that much damage
is inflicted, there is a 01-30% chance that the weapon will break.
Heavy, sturdy weapons, and very well-crafted blades (a master smith’s
katana, for example) can withstand more damage, so do not roll unless
damage exceeds five times the weapon’s maximum damage. Magical
weapons and artifacts are basically indestructible and are at no risk of
breaking.
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Weight & Movement

Normal characters, with a P.S. of 3 to 16, can carry 10 times their
P.S. in pounds (P.S.x10 = total in pounds). For Example: A character
with a P.S. of 9 can carry 90 pounds (40.5 kg). A character with a P.S.
of 15 can carry 150 pounds (67.5 kg).

Strong characters, with a P.S. of 17 or higher, can carry 20 times
their P.S. in pounds. This means a character with a P.S. of 18 can carry
360 pounds (162 kg).

Supernatural creatures including dragons, Deevils and demons
are even stronger than extraordinary humans. Supernatural beings and
creatures of magic with a P.S. of 18 or higher can carry 50 times their
P.S. Thus, a creature with a P.S. of 24 can actually carry over half a
ton, 1200 pounds! Creatures with a strength of 17 or less are equal to
humans; P.S.x10 in pounds (x20 for P.S. 17).

Lifting weight is a little different than carrying weight. You may
have noticed, yourself, that you can usually lift up a heavier amount
than you can carry. I’m not talking about weight-lifting in a body build-
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ing sense, nor lifting a heavy weight above the chest. Simply the ability
to bend over and lift something that weighs more than you can carry.
The simple rule is that a character can lift TWICE as much as he/she
could carry. This means that the character with a P.S. of 9 can carry 90
pounds, but can lift 180 pounds. Meanwhile, the supernaturally strong
creature, with a P.S. of 24, can lift over one ton (2400 pounds).

Throwing Heavy or Awkward Objects: A character can not throw
more than he can carry.

Add one foot (0.3 m) to the effective range for every P.S. point
listed; e.g., P.S. 24, add 24 feet (7.3 m).

Objects such as bricks, bottles, and swords are not designed for
throwing. Consequently, the effective range is limited regardless of the
strength behind it.

Darts, knives and throwing axes are designed for throwing, but
don’t have the weight or balance for great distances. The same is true
of most objects weighing less than half a pound. Javelins, more so than
spears, are designed for distance throwing,.

Miscellaneous items weighing over a pound (0.45 kg) and less than
10 pounds (4.5 kg), such as chairs, stools, and lanterns, can be thrown
about half as far as the one pound (0.45 kg) object.

Normal and extraordinarily strong characters can hurl a weight
equal to the weight he can carry four inches (0.1 m) per each P.S. point.
This means the person with a P.S. 9 can toss 90 lbs (40.5 kg) up to 3
feet (0.9 m) away. The hero with a P.S. of 17 can toss 340 lbs (153 kg)
up to 5 feet, 6 inches away (1.7 m).

Supernatural characters can hurl their maximum carrying weight one
foot (0.3 m) per P.S. point. So a supernatural character with a P.S. of
24 can hurl an incredily heavy object (up to 1200 pounds/540 kg) a
whopping 24 feet (7.3m). Damage from these heavy thrown objects is
1D6 + 1D6 S.D.C. points per every 20 pounds (9 kg), so a 100 pound
(45 kg) item will inflict 6D6 points of damage! A thousand pound (450
kg) object 6D6 x10 (or 3 M.D. , 4 M.D. if you round up).

A Note about M.D. Creatures

Mega-Damage creatures are different from creatures of human flesh
and blood. M.D.C. flesh is a special armor-like skin that is resistant
even to most point-blank attacks. They can use their bodies to smother
an M.D.C. grenade or withstand damage from a particle beam the same
as M.D.C. power armor or a tank. While the blast will hurt, it will not
kill until all Mega-Damage points have been depleted. The only possi-
ble exception may be a direct and powerful p